











Greetings, Salutations... 

Welcome to another issue of Hall of Fire. In this issue we 
have a healer from Bree and a romp through the Old 
Forest. We also have the history of the Paths of the 
Dead. And last, but not least, we have more artwork for 
your enjoyment. 

This month commemorates the 35th anniversary of 
J.R.R. Tolkien's passing. He gave us a world to play in 
and a legend to expand. And expand we have, but it is 
easier with help. Over the last few issues we have been 
receiving fewer submissions from our readers. We know 
that not everyone is comfortable with writing an article, 
but if you are interested in working on one, please visit 
our Article Ideas ( http://wiki.halloffire.org/Article_Ideas ) 
and Submissions Information ( http://wiki.halloffire.org/ 
Submission_Information ) pages. 

One last thing, we would like to hear from you on how 
you think we have been doing. Please send us an email 
letting us know what you like and what you think we 
could do better. You can either send them directly to me 
at razor7 7@halloffire.org or to our feedback address of 
feedback@halloffire.org . We look forward to hearing 
from you. 

Micah A. Walles 

Celebraen 

Co-Editors 
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Allies and Adversaries 

Bree Town Healer 

by Celebraen 

RACE: Man (Middle Man) 

Racial Abilities: Adaptable ( + 2 Willpower), Dominion of Man, Skilled 

Attributes: Bearing: 7 (+0)*, Nimbleness: 8 ( + 1), Perception: 8 ( + 1)*, Strength: 7 (+0), Vitality: 11 (+2), 
WITS: 12 (+3) 

REACTIONS: Stamina: +2, Swiftness: +1, Willpower: +5, Wisdom: +2* 

ORDER: Loremaster 

ORDER ABILITIES: Scroll Hoard 
ADVANCEMENTS: 4 

SKILLS: Craft (Cooking): 3, Craft (Potions): 3, Debate: 1, Games: 2, Healing (Herbal Remedies, Treat Illness, 
Treat Wounds): 6, Insight: 4, Language (Quenya): 1 (can only read it), Language (Westron): 4, Lore (History- 
Bree): 2, Lore (Herbs): 4, Lore (Region: Eriador): 1, Observe: 4, Persuade: 3, Run: 2 
EDGES: Curious, Friends (Bree), Healing Hands, Hoard, Wise (+2) 

FLAWS: Proud, Enemy (unknown) 

HEALTH: 11 
COURAGE: 4 
RENOWN: 5 

GEAR: fine clothing, ordinary clothing, insect repellent bundles, hangover tonic, dried herbs, horse, scroll bag 
(water-resistant), scrolls (mostly concerning healing but some include history & botany), dagger 

Ginger Greenbanks was born in Bree almost thirty years ago to a woodcrafter & his wife. She demonstrated an 
aptitude for healing at an early age & was taken as an apprentice by the previous healer, Ana. Ana had never 
married & hadn't been born in Bree. She merely showed up one day, taking a room in The Prancing Pony 
until she could purchase a house. Well-traveled & highly educated, Ana made a place for herself as the town 
healer, despite rumors of her mysterious past. When she took Ginger as her apprentice, she began teaching the 
young girl everything she knew. 

And everything Ana knew was a considerable amount. Working under Ana, Ginger absorbed vast amounts of 
herbal knowledge, as well as simple wound treatment & basic surgery. The two would travel from the 
Midgewater Marshes to the Old Forest in search of various plants. Ana showed her student uses for different 
herbs that went beyond healing; Ginger learned how to make dyes, spices, & cosmetics as well. The women of 
Bree were thrilled by the bright colors, luxurious spices, & lotions that Ana & Ginger would concoct. 

The women of Bree, indeed the vast majority of Bree's citizens, would be less thrilled if they knew of the other 
lessons that Ana imparted to Ginger. Ana had a surprisingly deep knowledge of poisons, & once she decided 
her apprentice was trustworthy, began teaching Ginger how to make, recognize, & treat various poisons. 

Ginger never learned how her teacher knew these things, or if Ana had ever made use of her skills for any 
reason other than healing, though she occasionally wondered. 

As time passed, Ginger became one of, if not the, most educated person in Bree. She was occasionally courted 
by different men, but found their lack of knowledge and narrow perspectives stifling. She remained single, 
eventually moving in with Ana when her parents died. When Ana died a few years later, she left everything 
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she had to Ginger, including her extensive library. Between her inheritance & what she made as a healer, 
Ginger found herself fairly well-off, easily able to order the few herbs she needed that had to be imported as 
well as other luxuries. 


Ginger has only once made use of her poisoning skills. Her older sister's husband was abusive & Ginger 
eventually helped her sister prepare a "special meal" for him. The man died in his sleep, apparently of an 
alcohol overdose. Not even her sister realized that Ginger had "spiced" his supper. Though Ginger felt 
occasional moments of guilt at first, they soon faded. 


Lately the quiet of Bree has begun to bother Ginger. The routine of her life is seldom interrupted & it's 
starting to frustrate her. While she's friendly with pretty much everyone, she has no close friends, in part 
because of her education & experiences. She's started traveling farther from town, "gathering herbs," & has 
even ventured cautiously into the Barrow-downs. Her nightly trips to The Prancing Pony to sell her hangover 
tonic have given her the opportunity to hear whatever travelers' tales & news that arrive in Bree. 


Remembering some of her teacher's stories has fueled her desire for more in life. A sense of responsibility has 
thus far prevented her from leaving her hometown but she has become more & more likely to seek adventure. 
She is certain to seek out whatever news visitors have, & would be quick to offer them help & information if 
needed. 


With dark brown hair & hazel eyes, Ginger is an attractive woman, though not particularly beautiful. Her 
apparel is often of a higher quality than the average resident of Bree & usually dyed in vivid colors, as if she 
seeks to display her longing for "something more" through her clothing. A faint herbal scent clings to her, 
reflecting the hours spent in her stillroom, brewing potions & infusions. She always wears a small circular 
brooch of silver, a gift from Ana. 

-Hangover Tonic: Ginger offers this infusion almost every night at The Prancing Pony. The dark liquid has a 
slightly bitter taste & most people prefer to have a drink of water afterwards. The recommended dose is one 
cup before sleep, followed by another first thing in the morning. It's not particularly expensive &, since it 
actually does ease the aches of overindulging, she usually sells a couple of doses each night. The primary 
ingredient is willowbark. 

-Insect Repellent: Ginger offers two different types of insect repellent. One is an ointment applied to the body, 
however, while effective, the scent is somewhat unappealing to the Free Peoples. While the wearer's nose 
quickly becomes inured to the smell, it strikes those first coming into contact with it rather forcefully, causing a 
-3 penalty to Debate & Persuasion tests. This ointment can also be applied to animals, ie. horses, without 
causing any type of reaction. 

The second type of insect repellent consists of small bundles of herbs bound together. Placing a bundle on a 
coal near the edge of a fire creates a pungent smoke that drives off insects for most of a day. One has to be 
careful not to let the herbs burn too fast; the longer they smolder, the longer the insects stay away. 
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The Road Goes Ever On 

Old Forest Adventure 

by Celebraen 


"But the Forest is queer. Everything in it is very much alive, more aware of what's 
going on, so to speak, than things are in the Shire. And the trees do not like strangers . 
—Meriadoc Brandybuck, The Fellowship of the Ring, The Old Forest 


Ginger Greenbanks, the healer for Bree, needs to gather herbs 
that only grow in shady, woody areas. Unfortunately, she's 
gathered enough from the nearby forests that they've 
become difficult to find. To give them a chance to grow 
back, she's decided to see if the Old Forest has any of 
the plants she needs. She has ventured in previously 
with her teacher but just along the edges. Aware of 
the stories surrounding the woods, told by both Men 
and Hobbits, she doesn't want to go in alone. 

The majority of Breedanders won't go into the forest, 
citing various reasons ranging from being "busy" to the 
forest's "uncanny reputation." She needs the herbs 
enough that she's willing to offer money or trade to get 
someone to accompany her. Her only volunteer, after she 
offered money, is Bill Ferny and she's reluctant to accept his 
escort. Each night at the Prancing Pony, she looks for people, Men or 
otherwise, who might dare to cross the Old Forest's dark borders. 



Ginger has a rough idea of some locations in the Old Forest and intends to head in the direction of Bonfire 
Glade, the landmark she has the best idea of where it is. There's a faint path about halfway between Bree and 
Buckland that leads into the Old Forest in the right direction. She's not sure how far in it goes but sees it as 
the best place to start. In order to find her way back, in case she has to leave the path, Ginger is bringing a 
small piece of white chalk, intending to mark the trees. 


First Encounter: path Ends 


"Looking ahead they could see only tree-trunks of innumerable sizes and shapes: straight or bent, 
twisted, leaning, squat or slender, smooth or gnarled and branched;and all the stems were green or grey 

with moss and slimy, shaggy growths." 

—(The Fellowship of the Ring, The Old Forest.) 
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The path fades out about ten yards into the forest. Ginger begins chalking a white "X" every third tree. After 
the characters have gone about ten yards further into the woods, have them make a Observe (Hearing) test 
(TN 15). Success indicates hearing branches creak despite the lack of wind. What the characters don't realize 
is that the trees have shifted themselves slightly, altering the line of marked trees to confuse the trail. 


Second Encounter: When Crows Attack 

The spies of Saruman have penetrated the Old Forest. While the birds don't understand precisely what 
Saruman's looking for, they have been watching the Shire and the surrounding area for some time. 
Unfortunately, their time in the malevolent woods has affected them, bringing all aggressive and evil instincts 
to the forefront of their tiny minds. They've also become infected with a certain amount of paranoia. They 
attack the characters, swarming over them and striking with talons and beaks. 

There are two more birds then characters. When only one bird remains, it will try to flee. Use the stats for 
Birds of Prey out of Fell Beasts and Wondrous Magic (p. 57). 

Ginger Greenbanks is of little use in the attack, shrieking and waving her arms to try to drive the birds away 
from her. The characters need to defend her as well as themselves. Once the birds have been driven off, she 
calms down quickly and tends to any injuries anyone in the party has received. If the adventuring party is 
considering turning back, Ginger is quite insistent on going forward, pointing out that she's paying them and 
hasn't found any of the herbs she needs. 

Finally, Ginger begins to find some of the herbs she needs and is excited to continue on. She's still looking for 
at least one herb she can't find. Since she's marking the trees, she's not concerned about getting lost. 


The Way Out 

The air begins to get hot and stuffy. A general feeling of being watched starts to affect the characters, one by 
one. Soft creaking despite the still air may alert the characters to the trees' movement. Ginger finally finds a 
few plants of the last herb she needs, alongside a path that leads towards the river. The path is narrow but clear 
and the characters can follow it easily as the healer gathers more herbs. 

When Ginger's collected enough herbs and the characters turn back to leave, the path seems to have shifted 
direction slightly, just enough that only characters with Travel-Sense can tell. There also seem to be more tree 
roots and fallen branches on it than remembered. The path begins to curve toward the Withywindle River. 
Characters can attempt to leave the path but trees roots make walking difficult. 

In order to attempt to leave the path it will require a Survival (Forest) test, TN 25. 

At this point characters realize that Ginger stopped marking the trees with chalk once they found the path. A 
character with Direction-sense may lead the group towards the edge of the Old Forest, or a character may make 
a roll to figure out which way to go. When the characters go on, they begin to encounter the same problems 
the four hobbits did, deep ruts that are muddy and lead towards the Withywindle River, snarls of bushes that 
force them towards the river, etc. 

In order to attempt to leave the path it will require a Survival (Forest) test, TN 25. 
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Depending on what level the characters are and what the players will think of dealing with Old Man Willow, 
the Narrator may decide to let the characters struggle out of the Old Forest without encountering him. 
Hindered by the trees, they will probably wind up in a different place than they started, possibly close to the 
Barrow-downs. 


Old Man Willow 

If the Narrator wants his players to encounter Old Man Willow, they are led there in much the same way as the 
four Hobbits of the Fellowship. A crevice in the ground, too wide to jump across, has curving, slippery sides 
that make climbing out impossible. The characters must follow along the bottom to find an area where they 
can climb out. By the time the sides have lessened enough to climb out, the rut has widened out and leads to 
the banks of the river. 



Along the riverbanks are wide, somewhat marshy stretches 
of land. Some exploration will reveal a path that leads 
by Old Man Willow. Any who try to pass him will 
have to contend with him trying to put them to 
sleep. 

For the stats on Old Man Willow, please see 
the Fellowship of the Ring Source Book (p. 

114)* Old Man Willow will try to use his 
Slumber spell on the characters. Those 
characters who resist him may encourage their 
companions, giving them another chance to 


Should the players need help in resisting Old Man 
Willow, a likely source would be the wise old Hobbit, 

Farmer Maggot (Issue 14)* "'There's earth under his old feet, 
and clay on his fingers; wisdom in his bones and both his eyes are 
open,' said Tom." (The Fellowship of the Rings, In the House of Tom Bombadil) The time Farmer Maggot has 
spent in the Old Forest and with Tom Bombadil has boosted his resistance to the cunning tree, giving him a +4 
bonus to resist Old Man Willow himself and a +2 bonus to help others resist the tree's song. 


Once rescued, if needed, Farmer Maggot would probably be willing to guide the characters to safety, 
particularly if there's a Hobbit in the group. He's less likely to help those who are rude to him, or a group 
composed purely of Men. Ginger Greenbanks may be helpful in persuading him to help the group, as the 
Hobbit has heard of her skill in healing. 


While Farmer Maggot lacks the power and authority of Tom Bombadil, he seems to possess a knack for spotting 
paths through the tangled undergrowth and finding the perfect spot to climb out of a fold in the earth that 
brings the group closer to the edge of the Old Forest. 
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Art Gallery 

Legolas and Gimli 

by peet ( http://peet.deviantart.com/ ) 
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Hostile Haunts 

The Paths of the Dead 

by Micah A. Wales (razor77@halloffire.org) 


“The way is shut . It was made by those who are Dead, and the Dead keep it, 

until the time comes . The way is shut.” 

-Return of the King 


The road that leads from Dunharrow through the Dimholt forest to the base of the Dwimorberg is a dark and 
forbidding path that is seldom traveled. In spite of this forbidding nature, it pales in comparison to what lies at 
the end of this road. For at the base of the mountain lies the Dark Door that, with rare exception, no living 
being who has ever crossed its threshold has lived to tell the tale of their adventures with in. Here lies the 
least traveled path of Middle-earth, for no Human, Elf, Dwarf, or Hobbit travel it, nor do ores, goblins, or any 
other fell-creature. Only the dead travel here. 


History 

Second Age 

During the Second Age a group of men formed a small kingdom around the mountains Irensaga, Starkhorn, 
and the Dwimorberg. Their kingdom also extended into the Harrowdale to the north of the White Mountains 
and the Morthond Vale to the south. As they settled into their mountainous domain, they found many places 
where they could set up farms, as well as many caves that they could use as storehouses. 

One cave in particular fascinated them. As they explored its depths, they found that it was more of a tunnel 
then a cave. It passed completely under the Dwimorberg and exited into the Morthond Vale. While much of 
the tunnel was formed from natural caves and hallows, there were signs of great delving that had occurred in 
the past. To this the men of the mountain added. They made great storerooms and places for people to sleep. 
Unlike the halls of the Dwarves, this was not intended to be a permanent residence for the for those that lived 
in the mountains. Rather it was intended to be a place of necessity, when nature or war drove people from 
their homes. 

They lived in relative peace until the Dark Years. After the Numenoreans left Middle-earth, Sauron grew in 
power. As he did so, he sent emissaries throughout the lands. It did not take long for the People of the 
Mountains to be found by these emissaries. A small demonstration of Sauron s power was all it took to 
convince the People of the Mountains to worship him as a god. 

For many years the People of the Mountains worshiped Sauron. Sauron s power and influence continued to 
grow. It wasn’t until the Numenoreans returned to Middle-earth and captured Sauron that his hold on the 
People of the Mountains began to wane. Over the next nearly 200 years they lessened their belief that Sauron 
was a god. 


8 


Hall of Fire * The Unofficial Lord of the Rings Roleplaying Game Webzine 


Issue XX * Month 200X 


When Isildur came to the people of the mountains, they eagerly vowed their assistance to the cause of 
overthrowing Sauron s reign of terror. They wished to be by Isildur’s side as he forced Sauron s hold on the Free 
Peoples of Middle-earth, As they prepared for war, many were eager but some started to remember the power 
of Sauron, They no longer believed that he was a god, but they had no doubt that his power was real. As the 
hour grew near, the voices of doubt strengthened. As fear of what Sauron might do spread, the King s resolve 
to help Isildur failed. The People of the Mountains ignored Isildur s call. 


Third Age 

For a time after Sauron s defeat, the People of the Mountains were happy. However, their happiness was short 
lived. Before the month was out, the King of the Mountain and his only son had both died in a hunting 
accident. With their line of kings broken, people of the mountains started to drift apart. Unable to reach a 
consensus on who was to lead them, each settlement relied on its own local leaders. As time passed, the people 
realized that no children were born to increase their numbers. As the elderly began to succumb to age, the 
population steadily began to decrease. Those that were left felt an ever-growing malice that came from the 
mountains that they had called home. The dead were gathering. 

Some, feeling that it was simply their home that had been cursed, fled to other regions of Middle-earth. But no 
amount of distance allowed them to escape this curse. Each in their time died and their spirits, not knowing 
any where else to go, returned to the mountain that they once called home. 


In time only the last child born prior to the down-fall of Sauron remained. In spite of everything, she stayed in 
the mountains with only the malice of those she had called friend and family keeping her company. She knew 
that her fate was to be the same as those that had gone before her. She also knew that she did not want to 
force anyone else to live with the sorrow that was in her heart. With the knowledge that her time was about to 
end, she entered the pathway that had once been a lifeline for her people. She found one of the dormitory 
areas of the caves where she lay down to sleep for the last time. 


No tales have yet been found as to what transpired between when this last inhabitant of the mountains 

relinquished her life and joined the fate of her people, and when Baldor, son of 
Brego, attempted to travel The Paths of the Dead. 

Of Baldor, he and his father, Brego, came upon the Dark Door at the base of the 
mountain as they were inspecting their lands. Outside of the door sat an old 
man. No one know who this man was, nor where he came upon his knowledge. 
It was from him that Baldor and Brego learned of the Paths of the Dead. 
Tempted by the thought that no living soul had passed through the mountain, 
and enticed by the prospect that soon the way might be opened, Baldor made a 
rash oath that he would be the first. Brego never learned the fate of his son after 
he left Meduseld. 

Many years passed before another tale would be recorded of an attempt to travel 
the Paths of the Dead. This time it was by Aragorn, son of Arathorn, and his 
company. They succeeded where many, no doubt, failed. Once he had passed 
through the mountain, he was able to command the Dead to aid him in his 
need. The full telling of this adventure can be found in other volumes of lore. 
Upon fulfilling their oath, he released them, leaving the Paths of the Dead all 
but empty. 
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Fourth Age 

Even after the release of those who were cursed to remain in the mountain was lifted and those sprits were free 
from their torment, other tortured souls persisted. There were many through the years that tried to pass under 
the mountain. The souls of many that attempted it remained active for many years after their death. Anyone 
who entered the Paths of the Dead would still have to face these spirits. 


Adventure Idea 

There are many reasons that a group of adventures might go into the Paths of the Dead. One of the most 
compelling is related to Baldor. 

__ s 

King Eomer of Rohan, having heard that the body of Baldor lay in the Path of the Dead, has requested that a 
group of adventures retrieve the body of Baldor so that it could be properly buried at Edoras. 


The retrieval of Baldor is the easy part. Once the body is brought to Edoras, the spirit of Baldor to haunt the 

_ s 

Golden Hall. One of King Eomer s advisors suggested that his sprit could not rest because of the oath that 
Baldor had sworn before leaving on his quest for the Paths of the Dead. Because of this it is suggested that the 
adventures take a token of Baldor and complete his quest. 


This quest will not be an easy one. There are many spirits left as well as many other evils that haunt the 
tunnels. The spirits are those of the peoples that had attempted the Paths of the Dead and failed. Also some 
of the hordes of Mordor may have found refugee here after the fall of there master. 

Upon exiting the Paths of the Dead Baldor s sprit appears to the adventures on last time. He bows deeply 
before them before his spirit fades. 
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What’s Out There 


This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game information. 


THE HALL OF FIRE WEBZINE 

http://halloffire.org 

THE HALL OF FIRE WIKI 

http://wiki.halloffire.org 

DECIPHER'S LORD OF THE RINGS RPG HOME 

http://lotrrpg.fanhq.com 

THE MAD IRISHMAN 

http://www.mad-irishman.net 

THE LAST ALLIANCE 

http://thelastalliance.com 

RPG TOOLS FOR DECIPHER'S CODA GAMES 

http://groups.yahoo.com/group/rpgtools/ 

ENCYCLOPEDIA OF ARDA 

http://www.glyphweb.com/arda/default.htm 

FAN MODULES FOR MIDDLE-EARTH 

http://groups.yahoo.com/group/fan-modules 

THE STEWARD AND THE KING 

http://www.stewardandking.net 

THE TOWER HILLS 

http://homepage.mac.com/jeremybaker/towerhills 

SCOTT'S RPG CENTRAL 

http://www.geocities.com/scott_metz/ 

TREK-RPG.NET 

http://forum.trek-rpg.net/index.php 

CHRONICLES OF THE NORTH 

http://roleplay.avioc.org/ 

CODA WEBZINE REPOSITORY 

http://groups.yahoo.com/group/coda_webzine 

MERP.COM 

http://www.merp.com 

OTHER MINDS MAGAZINE 

http://www.othermindsmagazine.com 

THE ONE RING.COM 

http://www.theonering.com/ 

THE ONE RING.NET 

http://www.theonering.net 




Calling All Gamers! 

Interested in submitting... 


A mini or side adventure? 
New creatures, or fell beasts? 
New Orders or Elite Orders? 


Racial / Order packages? 
NPC's? 


Weapons / equipment / magical items? 
Fan Art? 


If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 


Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing. 

Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 

writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission_Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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